SAGE 


SCHOLARLY SCRIBE 


You were born adjacent to the weave. An uncommon 
occurance left you unable to cast magic in any way. Where 
most in this situation would turn to the martial practices, you 
instead decided that you would pave your own path and find a 
way to tap into magic, despite your lack of magical ability. 
Through dedication, study, and long hours worth of trial and 
error, you unlocked a new way to craft magic. Though it takes 
you longer to cast spells than the average mage, your 
knowledge of magic itself is vast. 


RITUAL SPELLS 


A Sage is unlike other casters. You do not get spell slots, and 


cannot cast spells quickly without either being a high level, or 
by preparing ahead of time. Without proper preparation, you 
can only cast spells as rituals. Your power comes from your 
foresight to prep ahead of a battle, and your weakness is 
getting caught in a situation where you had no time to 
prepare. 


CREATING A SAGE 


When creating a Sage, consider your focal point of arcane 
study. Do you prefer to focus on a specific school of magic or 
do you like to study magic in its entireity? Are you trying to 
unlock a new form of magic, or rediscover lost magics that 
died off in ancient civilizations? Is your goal to become 
recognized by the god of magic, or are you just a scholar with 
an obsession for the arcane? A Sage is someone that tries to 
understand magic at a deep level, and will go out of their way 
to uncover the secrets they are looking to unveil. 


QUICK BUILD 

You can make a Sage quickly by following these suggestions. 
First, make Intelligence your highest ability score, followed 
by Wisdom. Second, choose the Sage background. Third, 
choose the Force Dart, Guidance, and Eldritch Blast cantrips, 
along with the 1st-level spells Mage Armor and Magic 
Missile. 


CLASS FEATURES 


Hit PoINts 

Hit Dice: 1d8 per Sage level 

Hit Points at 1st Level: 8 + your Constitution modifier 

Hit Points at Higher Levels: 1d8 (or 5) + your Constitution 
modifier per Sage level after 1st. 


PROFICIENCIES 

Armor: shields 

Weapons: staves, daggers, hand crossbows 
Tools: calligrapher's supplies 


Saving Throws: Intelligence and Wisdom 
Skills: Choose 3 from Arcana, Insight, Investigation, History, 
Nature, Perception, Religion, and Slight of Hand. 


CLASSES | SAGE 


SAGE 


Proficiency 
Level Bonus 


Ist +2 


Features 


Ritual Casting, 
Transcription, 
Practiced Genre, 
Scholar 


Sage's Staff 


Chromatic Spell 
Scroll 


Ability Score 
Improvement 


Photographic 
Memory 


Practiced Genre 
feature, 
Multitasker 


Potent Ritual 


Scroll Savant, 
Ability Score 
Improvement 


Situational 
Awareness 


Condense Ritual 


Practiced Genre 
feature, 
Fabricate Scroll 


Ability Score 
Improvement 


Cantrip Mastery, 
Weave Studies 
(7th level) 


Delayed Ritual 


Weave Studies 
(8th level) 


Ability Score 
Improvement, 
Weave 


Manifestation 
Sroll 


Weave Studies 
(9th level), 
Practiced Genre 
feature 


Ancient 
Wisdom 


Ability Score 
Improvement 


Ritual Sage 


3 


2 


Cantrips Spells Spell 
Known Known Level 


Ist 


EQUIPMENT 
You start with the following equipment, in addition to the 
equipment granted by your background: 


e A Quarterstaff and a dagger 

e (a)a Shield or (b) 2 daggers 

e Aritual book 

e (a) Two 1stlevel spell scrolls you made containing spells 
you know or (b) Two spell scrolls of any level that your 
Dungeon Master chooses. 

e 100 gp worth of high quality paper and ink 

e Ascholar's pack 


Alternatively, you may start with 6d10 x 15 gp to buy your 
own equipment. 


RITUAL CASTING 
You are a student of arcane magic, but unlike other arcane 
practitioners, you've found that the connection that most 
people have to the weave is out of sync. This has resulted in 
you not having spell slots, but allows you to use most magic. 
You have a ritual book containing spells that show the 
beginnings of magic as a whole. 


RITUAL BOOK 

At 1st level, you have a ritual book containing two 1st-level 
spells from any class' spell list of your choice. Your ritual 
book is the repository of the spells you know, except your 
cantrips, which are fixed in your mind. 


PREPARING AND CASTING SPELLS 
The Sage table shows what level of spells you are able to 
learn and cast. Unlike other casters, you don't have any spell 
slots, and can only cast spells as rituals or through special 
means, like a spell scroll 

For you, all spells are considered ritual spells, however 
only spells with the ritual tag can be cast infinitely. When you 
complete a long rest, all spells in your Ritual Book become 
prepared. When you cast a prepared spell, it becomes 
unprepared. At 2nd level you can cast any Ist level spell in 
your ritual book twice before it becomes unprepared. This 
includes 2nd level spells at 4th level, 3rd level spells at 7th 
level, 4th level spells at 9th level, and 5th level spells at 12th 
level. 

Spells of 7th level and higher are taxing and hard to use. 
When you gain access to these spells, you can only cast one 
7th, one 8th, and one 9th level spell as a ritual per long rest. 


LEARNING SPELLS OF 1ST LEVEL AND HIGHER 
You know two 1st-level spells of your choice from any class' 
spell list. You learn an additional spell of your choice at each 
level until 12th level. Each of these spells must be of a level 
for which you can cast. A Sage cannot create matter from 
nothing, so there are a handful of spells that a Sage cannot 
learn, which are detailed at the end of this class. 

On your adventures, you might find other spells that you 
can add to your ritual book. As long as it is of a level you can 
cast, you can add any spell to your ritual book. This process 
takes an hour and 50 gold per spell level. 


CANTRIPS 

At 1st level, you know three cantrips of your choice from any 
class’ spell list. You learn additional cantrips of your choice at 
higher levels, as shown in the Cantrips Known column of the 
Sage table. You can cast cantrips normally. 


SPELLCASTING Focus 
You can use an arcane focus as a spellcasting focus for your 
spells. Your ritual book is considered an arcane focus for you. 


SPELLCASTING ABILITY 

Intelligence is your spellcasting ability for your spells, since 
you learn spells through dedicated study. You use your 
Intelligence whenever a spell refers to your spellcasting 
ability. In addition, you use your Intelligence modifier when 
setting the saving throw DC for any spell you cast and when 
making an attack roll with one. 


Spell save DC = 8 + your proficiency bonus + 
your Intelligence modifier 


Spell attack modifier = your proficiency bonus + 
your Intelligence modifier 


‘TRANSCRIPTION 


At 1st level, you have advanced training in writing magic 
scripture. You do not need to make an arcana check to adda 
spell from a spell scroll to your ritual book, however doing so 
still consumes the spell scroll 

Additionally, the rules for crafting spell scrolls change for 
you. You do not need to cast or have a spell prepared to make 
it into a spell scroll When you cast a spell using a spell scroll, 
you can choose to use your spell casting modifier for attack 
rolls and spell save DC. 


The price and time it takes to create scrolls is detailed in the 
chart below: 


CRAFTING TABLE: SPELL SCROLLS 


Level Time Cost (gp) 
Cantrip 30 minutes 15 
Ist 1 hour 25 
2nd 2 hours 50 
3rd 4 hours 100 
Ath 6 hours 250 
5th 8 hours 500 
6th 12 hours 1,000 
7th 24 hours 2,500 
8th 48 hours 5,000 
9th 72 hours 10,000 
Mythic 1 (10th) 1 week 100,000 
Mythic 2 (11th) 2 weeks 250,000 
Mythic 3 (12th) 3 weeks 500,000 


SCHOLAR 


A Sage is a scholar first and a mage second. You gain the 
following abilites; 


Scholarly Wisdom. Whenever you make an Intelligence 
based skill check, you can use your reaction to add your 
Wisdom modifier to the check. You can do this a number of 
times equal to your Proficiency Bonus per long rest. 

Scholarly Intellect. Whenever you make a Wisdom based 
skill check, you can use your reaction to add your 
Intelligence modifier to the check. You can do this a 
number of times equal to your Proficiency Bonus per long 
rest. 


PRACTICED GENRE 


You begin specializing in a genre of magic. Choose Spell 
Scribe, Rune-Write, Spell Breaker, or Arcane Architect. The 
archetype you choose grants you features at 1st level and 
again at 6th, 11th, and 17th level. 


SAGE'S STAFF 


At 2nd level, you've learned how to create a conduit for your 
spells. For 25 gold pieces of materials and 8 hours of work, 
you can craft a staff or wand that will work as a spell storage 
device, storing up to 3 levels worth of spells you cast into it. 
While holding this staff, you can cast any spell stored in it 
normally (not as a ritual). A spell cast from the staff is no 
longer stored in it, freeing up space. You can also remove 
spells stored within the staff without casting them as a free 
action. You can only have one Sage's Staff at a time. 

At 7th level in this class, the staff's storage capacity 
increases to 5 levels worth of spells. This increases to 7 levels 
at 11th level, and 9 levels at 15th level. 


CHROMATIC SPELL SCROLL 


By 3rd level, your can now create scrolls with similar 
properties to the weave. Whenever you finish a long rest, you 
create one Chromatic Spell Scroll. A Chromatic Spell Scroll 
can be used to cast any spell of 6th level or lower that is in 
your Ritual Book, regardless of whether you have the spell 
prepared or not. You create an additional Chromatic Spell 
Scroll at the end of each long rest when you reach 8th level 
(2), and at 15th level (3). An unused Chromatic Spell Scroll 
turns to dust if you take a long rest without using it. Only you 
can use Chromatic Spell Scrolls that you create. 


ABILITY SCORE IMPROVEMENT 


When you reach 4th level, you can increase one ability score 
of your choice by 2, or you can increase two ability scores of 
your choice by 1. As normal, you can't increase an ability 
score above 20 using this feature. 

If your DM allows the use of feats, you may instead take a 
feat. 
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PHOTOGRAPHIC MEMORY 


At 5th level, you can now memorize a number of ritual spells 
to always have them prepared. At the end of a long rest, 
choose a number of spells in your ritual book of 5th level or 
lower equal to your proficiency modifier. These spells do not 
become unprepared when you cast them. Each of these spells 
must be of a level for which you can cast. You cannot choose 
healing spells. 


MULTITASKER 


At 6th level, you can divide your focus among multiple tasks 
at once. Ritual casting and held actions no longer require 
concentration or your action each turn to maintain them. 
While you are ritual casting a spell you can; move normally, 
talk without being impeded, cast other non-ritual spells or use 
items, and concentrate on other spells. If the spell you are 
ritual casting is a concentration spell, you begin maintaining 
concentration on that spell when you finish casting it asa 
ritual. You stop casting a ritual spell when you are knocked 
prone, stunned, paralyzed, incapacitated, petrified, rendered 
unconscious, start casting another ritual spell, or otherwise 
choose to end the casting as a free action. 


POTENT RITUAL 


At 7th level, you can increase the magic capacity of ritual 
spells even further. If you cast a spell as a ritual and use it 
immediately rather than storing it in your Sage's Staff, you 
have advantage on the attack roll and/or the affected 
creature(s) have disadvantage on their saving throw. If the 
spell deals damage, it deals additional damage equal to your 
Sage level + your proficiency bonus. 


ABILITY SCORE IMPROVEMENT 


When you reach 8th level, you can increase one ability score 
of your choice by 2, or you can increase two ability scores of 
your choice by 1. As normal, you can't increase an ability 
score above 20 using this feature. 

If your DM allows the use of feats, you may instead take a 
feat. 


SCROLL SAVANT 


At 8th level, you've become accustomed to the idiosyncrasies 
of wizards and other mages. You no longer need to make a 
check to cast a spell scroll that is of a higher level than you 
are normally able to cast. 

Additionally, you can memorize spell scrolls you have seen. 
When you cast a spell scroll that contains a spell that is not in 
your Ritual Book, but is of a level you would normally be able 
to cast, you can add that spell to your ritual book during your 
next long rest, expending the materials and time that would 
be necessary for a spell of its level. You can only memorize 
and copy one spell in this way at a time. 


SITUATIONAL AWARENESS 


By 9th level, you've learned how to read the room and area 
great judge of things to come. You cannot be surprised, and 
you can add your Wisdom modifier to your initiative rolls. 
Additionally, you have advantage on saving throws versus 
charm and fear effects that you can see. 


CONDENSE RITUAL 


At 10th level, you've learned how to shorten rituals down and 


cast them more effectively. Any spell with a casting time of 1 
minute or less can be cast as a ritual in 1 minute, and spells 
that have a casting time of 10 minutes or more can be cast as 
rituals in the time it would take to cast the spell normally. 

Additionally, you can now upcast ritual spells a number of 
times equal to your Intelligence modifier per long rest. 


FABRICATE SCROLL 


At 11th level, you can quicky replicate a powerful scroll ina 
pinch. Once per day when you finish a short rest, you can 
choose to regain 1 expent Chromatic Spell Scroll. 


ABILITY SCORE IMPROVEMENT 


When you reach 12th level, you can increase one ability score 


of your choice by 2, or you can increase two ability scores of 
your choice by 1. As normal, you can't increase an ability 
score above 20 using this feature. 

If your DM allows the use of feats, you may instead take a 
feat. 


CANTRIP MASTERY 


At 13th level, you master the fundamentals of magic. You now 


have a section in your ritual book for cantrips. When you 
come across a cantip spell scroll, you can copy it into your 
ritual book as you would a leveled spell, and when you see 
someone cast a cantrip, you can remember it for later. You 
can add that cantrip to your ritual book during your next 
short or long rest, expending the materials and time that 
would be necessary for creating a cantrip spell scroll. You can 
only remember and copy one cantrip in this way at a time. 

Unlike cantrips you have memorized, you prepare these for 
casting at the end of a long rest by selecting a number of 
cantrips from your ritual book equal to half your Intelligence 
modifier (rounded up). 


WEAVE STUDIES 


At 13th level, you begin to unravel the mysteries of the weave. 


You learn one 7th level spell of your choice from any class' 
spell list. At 15th level, you learn one 8th level spell, and at 
17th level you learn one 9th level spell 


DELAYED RITUAL 


At 14th level, you've gained the ability to hold onto a ritual 
spell and cast it later. First you must cast the ritual spell as 
normal, storing the effect for later. You can use the ritual spell 
as if it was a normal spell, releasing it as per its normal 
casting time. When you use a spell in this way, it cannot be 
counterspelled as the casting of the spell happened when you 
performed the ritual. You can cancel the spell as a free action. 
A spell used in this way can benefit from the "Potent Ritual" 
skill Once you use this skill, you cannot use it again until you 
take a short or long rest. You cannot benefit from a short or 
long rest while you are holding onto a delayed spell. 


ABILITY SCORE IMPROVEMENT 


When you reach 16th level, you can increase one ability score 
of your choice by 2, or you can increase two ability scores of 
your choice by 1. As normal, you can't increase an ability 
score above 20 using this feature. 

If your DM allows the use of feats, you may instead take a 
feat. 


WEAVE MANIFESTATION SCROLL 


At 16th level, you can now create a scroll directly from the 
weave. Whenever you finish a long rest, you create a Weave 
Manifestation Scroll in addition to your Chromatic Spell 
Scrolls. A Weave Manifestation Scroll can be used to cast any 
spell of 9th level or lower that is in your Ritual Book, 
regardless of whether you have the spell prepared or not. You 
cannot have more than one Weave Manifestation Scroll at a 
time, and only you can use Weave Manifestation Scrolls that 
you create. 


ANCIENT WISDOM 


By 18th level, you've learned ancient magics that influence 
the weave. You can add half your Wisdom modifier (rounded 
up) to spell attack and damage rolls, as well as your spell save 
DC. 


ABILITY SCORE IMPROVEMENT 


When you reach 19th level, you can increase one ability score 
of your choice by 2, or you can increase two ability scores of 
your choice by 1. As normal, you can't increase an ability 
score above 20 using this feature. 

If your DM allows the use of feats, you may instead take a 
feat. 


RITUAL SAGE 


At 20th level, you've become an unrivaled expert in your field 
of study. Your Intelligence and Wisdom scores increase by 4. 
Your maximum for those scores is now 24. 

Additionally, you gain one 3rd level spell slot and one 6th 
level spell slot, which you can use to cast any spell in your 
ritual book. You regain expent spell slots during a long rest. 
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PRACTICED GENRE 


By taking your time to learn the different indirect ways to cast 
spells, you develop a genre of expertise that gets better with 
practice. Figuring out the intricacies of spell scrolls and 
magic formulae, learning the secrets of runes and their 
applications, a practiced genre gives you more control over 
magic despite your inability to cast it normally. 


SPELL SCRIBE 


By studying magic formulae and weaving together complex 
arcane circles, you are a master at creating spell scrolls that 
can be as complex or as simple as you need them to be. Your 
ritual book is full to the brim with all the spells you use as a 
catalyist for scroll development. 


‘TALISMAN PRODUCTION 
When you choose this genre at 1st level, you've learned a 
shortcut for crafting spell scrolls. As an action, you can create 
a special scroll known as a Talisman by expending a number 
of gold pieces worth of high quality paper and ink equal to 
double the normal cost of the scroll Talismans you create can 
only be used by you. A talisman you create loses its magical 
properties and turns back into high quality paper and ink at 
the end of a long rest. You can create a number of talismans 
equal to your proficiency bonus per long rest. 

At 17th level you can create talismans with with the normal 
cost of the scroll rather than double. 


CANTRIP SHORTHAND 

At 1st level, cantrips are easy to understand, so you developed 
a shorthand for them as well. You can cast spell scrolls of 
cantrips you create as a bonus action, rather than an action. 


WEAVE PARCHMENT 

At 1st level, you've learned how to harvest magical parchment 
directly from the weave. You gain a number of gold pieces 
worth of magical parchment and ink equal to 50 x half your 
Sage level (rounded up) at the end of a long rest. 


MAciIc INFUSION 

By 6th level, you can now inject more magic into scrolls you 
create. When you create a spell scroll, you can upcast the 
spell, expending an amount of time and gold as appropriate 
for the higher level spell You can do the same for talismans 
you create with Talisman Production, and for spells cast with 
Chromatic Spell Scrolls and Weave Manifestation Scrolls. 
When you upcast a spell with a Chromatic Spell Scroll or 
Weave Manifestation Scroll, there is no cost. 


LAYMAN'S TERMS 

At 11th level, your spell scrolls are convenient and easy to 
understand. Anyone can cast a spell scroll you make even if 
they are not a caster, and people can use them without 
making a check even if the spell is of a higher level than they 
would normally be able to cast. When someone casts a spell 
using a spell scroll you made, they use your casting ability for 
attack rolls and saving throws. 


GIFT OF KNOWLEDGE 

At 17th level, your exploits have garnered the attention of the 
god of magic. Once per day at the end of a long rest, two 
random spell scrolls appear among your belongings. These 
two scrolls can contain spells of any level, and can be spells 
you may or may not know. Your DM chooses the spells. 


RUNE-WRITE 


You crack the code of magic and learn the sequences that 
make magic function, fundamentally. A Rune-write is this 
kind of mage. Though you lack the ability to tap into the 
weave through traditional means, your thorough 
understanding of how magic works allows you to create a 
new foundation of magic for yourself. 


PHILOSOPHER'S STONE 

When you choose this genre at 1st level, you create a 
Philosopher's Stone. This stone acts as your ritual book, and 
can hold a limitless amount of spells within it. To copy a spell 
into your Philosopher's Stone, you expend gold pieces worth 
of gems and precious metals rather than paper and ink, and 
when you do, the time it takes and the cost are both reduced 
by half. If you lose or destroy your philosopher's stone, you 
can summon it back to you with a 10 minute ritual 


ALCHEMICAL SPELLCRAFT 

At 1st level, you know magic is just information, and can be 
stored differently. You no longer need to use paper and ink for 
crafting spell scrolls, but can instead create spell scrolls 
using gems or precious metals with a value equal to or 
exceeding the spell scroll cost. You can store multiple spells 
within a single gem or precious metal object if the cost 
permits. When all spell are expent, the object turns to dust. 


INSCRIPTION 

At 1st level, you can inscribe runes onto objects. As an action, 
you can touch an object, area, or person and expend a 
number of gold pieces worth of materials to cast a spell. 
When you do this, you can choose for the spell to activate 
immediately or for it to have an activation trigger. This trigger 
could be anything, like amount of time passing, a phrase or 
word being said, or some external force being put on the 
object or person affected. 

You do not need to concentrate on a spell cast with this 
skill A concentration spell cast in this way, upon activation, 
lasts a minute unless the duration was shorter than 1 minute. 
You cannot cast a spell higher than 5th level with this skill An 
inscribed rune lasts up to 8 hours, after which the magic 
fades from the rune. You can cast a spell in this way a 
number of times equal to your proficiency bonus, after which 
you must take a long rest to do so again. 


RUNE SECRETS 

At 6th level, you've unlocked hidden secrets of magic. You 
learn 2 additional spells of your choice from any class’ spell 
list of a level you can cast, and add them to your philosopher's 
stone. These spells do not count against the number of spells 
you know. You also learn an additional spell every other level 
after this one, adding each spell to your philosopher's stone. 


ETERNAL YOUTH 

At 11th level, you find that there were unexpected side effects 
for using a philosopher's stone. You stop aging, you do not 
suffer the frailty of old age, and cannot be magically aged. 
Your hit point maximum is increased by your Sage level, and 
increases by 1 for every level after this one. Whenever you 
finish a short rest, your exhaustion level, if any, is decreased 
by 1, and whenever you finish a long rest, you regain all 
expent hit dice instead of half. 


PHILOSOPHER'S STAFF 

When you reach 17th level, you find that by attaching your 
philosopher's stone to your sage's staff, you can truly harness 
the power of the weave. The storage capacity of your sage's 
staff increases to 13 levels worth of spells. Using your staff as 
a medium, you can cast a spell you have prepared 
immediately, ignoring the ritual casting requirement. You can 
cast spells in this way a number of times equal to half your 
intelligence modifier (rounded up) per long rest. 


SPELL BREAKER 


By studying magic and the formulae that create spells, you 
can reverse-engineer spells in battle, utilizing the power of 
such spells or even fundamentally dismantling them. An 
Spell Breaker learns spells by seeing them, and in some 
circles is known as an anti-mage. 


ANTI-MAGIC 

When you choose this genre at 1st level, you understand all 
spells in your ritual book to an nth degree. When a creature 
you can see within 120 feet of you casts a spell that is in your 
ritual book, you immediately know what spell is being cast. If 
you have the spell prepared, you can use your reaction to 
unravel it. Make an Arcana check versus the creature's spell 
save DC. Ona success, the creature's spell fails and has no 
effect, and the spell in your Ritual Book becomes unprepared. 


FORMULA MEMORIZATION 

At 1st level, when a creature you can see casts a spell that 
isn't in your ritual book, you use your reaction to memorize 
the spell You can add that spell to your ritual book during 
your next short or long rest if it is of a level you are able to 
cast, expending the materials and time as necessary. If the 
spell is of a higher level than you are able to cast, you can 
keep it in your mind until you are high enough level to cast it. 
You can have a number of spells memorized in this way up to 
your proficiency modifier. 


DEEPER KNOWLEDGE 

At 1st level, you learn deeper magical secrets. You become 
proficient in arcana, and can add double your proficiency 
bonus to checks you make with it. Additionally, Choose four 
spells of a level you are able to cast. You learn those spells, 
which appear in your Ritual Book. You learn an additional 
two spells at 6th level, 11th level, and 17th level. 


Macic DISRUPTION 

By 6th level, you can choose to target all magic with your anti- 
magic. You learn the spell "Dispel Magic," which you can cast 
as an action a number of times equal to your proficiency 
modifier per long rest. You can make an Arcana check 
instead of a spellcasting ability check when dispelling magic 
with this spell. 


UNWEAVE SPELLCRAFT 

At 11th level, you learn how to add extra magic disruption to 
your anti-magic. When you cast dispel magic or use Anti- 
magic on a creature, they must make an Intelligence saving 
throw versus your spell save DC. On a failed save, one of the 
following effects happens; 


1. If the creature is concentrating on a spell, the spell ends. 

2. If 1. does not happen, then one magical effect on the 
creature ends. If the creature has multiple magical effects 
applied, one ends at random. If the magical effect is 
caused by a passive magic item, the magic is negated for 1 
round. 


SEVER MAGIC 

At 17th level, you can turn your own magic power into anti- 
magic. When you cast a spell or use Anti-magic on a creature, 
you can force it to make a wisdom saving throw versus your 
spell save DC. On a failed save, if the creature is attuned toa 
magic item, it becomes unattuned to it. If the creature is 
attuned to more than 1 magic item, it is unattuned to one at 
random. You can use this ability a number of times equal to 
your Intelligence modifier per long rest. 


ARCANE ARCHITECT 
Using your body as a medium, you connect yourself to the 
weave and manually pave your own path towards learning 
magic. Though you were born disconnected from the weave, 
you've bent it to your will and forced it to obey you. An Arcane 
Architect does not learn magic, but forces it to abide by his 
will 


SPELLCRAFT 

When you choose this genre at 1st level, you can turn raw 
magical power into a spell With an hour of work, you can 
expend a Chromatic Spell Scroll to create a 1st level spell 
scroll that is not in your ritual book. The spell created is 
chosen by your Dungeon Master. You can spend an extra 
hour of work per spell level (up to 6th) to create a spell scroll 
whose level is equal to the time you spent to create it. You 
cannot create spell scrolls of a higher level than you are able 
to cast. 

At 16th level, you can use a Weave Manifestation Scroll in 
the same way, however rather than creating a spell scroll, the 
Weave Manifestation Scroll is expent to add a random spell 
into your Ritual Book directly. A spell created with a Weave 
Manifestation Scroll can be any level you are able to cast. 


WEAVE CONNECTION MATRIX 

At 1st level, you use complex formulas to simulate magic 
power. You create a Weave Connection Matrix on your own 
body using magic powders, inks, and enchantments. This 
loosly connects you to the weave, thus you gain one 1st level 
spell slot. You gain a 2nd level spell slot at 5th level in this 
class, a 3rd level spell slot at 9th level, a 4th level spell slot at 
13th level, and a 5th level spell slot at 17th level. You can use 
these slots to cast spells that are prepared in your Ritual 
Book. You regain expent spell slots during a long rest. 


ARCANE SIPHONING 

At 1st level, you can force the weave to give you magical 
power. As an action, you can regain one expent 1st level spell 
slot. At 11th level in this class, you can instead regain one 
expent 2nd level spell slot, or one 3rd level spell slot at 17th 
level in this class. Once you use this ability, you cannot use it 
again until you take a long rest. 


MaciIc RESISTANCE 

By 6th level, you've protected yourself against magic. You 
have advantage on saving throws against magical effects, and 
damage caused by magical effects that is dealt to you is 
reduced by an amount equal to your Intelligence modifier. 


DOUBLE-MINDED 

At 11th level, you learn how to split your consciousness into 
two entities. You can now concentrate on 2 spells at once, or 
ritual cast two spells simultaneously. When you make a 
concentration check, you only make one check, and lose 
concentration on both spells on a failure. 


SPELL STACKING 

At 17th level, you've discovered how to manipulate magic 
better than most other mages. When you cast a spell with a 
spell slot, you can combine its effects with another spell. 
Choose a spell in your ritual book that is prepared, but is also 
1 level lower than the spell you are casting. The spell effects 
are added to the spell you are casting, and are applied in the 
same way as the spell you are casting. For example, if you are 
casting Fireball and combine the spell Hold Person, the 
creatures are effected by Hold Person if they fail Fireball's 
dexterity Saving throw, rather than Hold Person's wisdom 
saving throw. 


SAGE FEATS 


Extra feats that can only be taken by a sage. 


MAGIc SAVANT 
Prerequisites: Sage Class 

Choose three spells of a level you are able to cast. You 
learn those spells, which appear in your Ritual Book. When 
you gain a level in the Sage class, you can change any 
number of spells granted by this feat into different spells of 
any level you are able to cast. When you do, any spell scrolls 
you made that are of a spell you unlearned turn to dust. 

You can select this feat multiple times. To select this feat, 
your Ability Score Improvement must have been granted by 
the Sage class. 


FORBIDDEN SPELLS 


The following spells are spells that create matter, 
fundamentally. A sage does not need to expend their power in 
the same way a Wizard or a Sorcerer does, therefore spells 
like these break the natural order of the world. As such, a 
Sage cannot learn the following spells: 

1st Level 

Create or Destroy Water 

3rd Level 

Animate Dead 

Create Food and Water 

Tiny Servant 

Ath Level 

Death Ward 

Guardian of Faith 

5th Level 

Contagion 

Creation 


SAGE SPELLS 


The following spells are spells that require deep knowledge 
of magic in order to cast. As such, these spells are exclusive 
to Sages. 


FoRCE DART 
Evocation Cantrip (Sage) 


Casting Time: 1 bonus action 

Range: 120 feet 

Components: V, S 

Duration: Instantaneous 

You create one glowing dart of magical force. The dart hits 
a creature of your choice that you can see within range, 
dealing 1d4 + 1 force damage. 


SEE-THROUGH 
1st-level Illusion (Sage) 


Casting Time: 1 action 

Range: Self 

Components: VS. 

Duration: Concentration, up to 10 minutes 

A creature you touch becomes invisible until the spell ends. 
Anything the target is wearing or carrying is invisible as long 
as it is on the target’s person. The spell ends for a target that 
moves, attacks, or casts a spell. 


SAGE ARMOR 
2nd-level Abjuration (Sage) 


Casting Time: 1 action 

Range: Self 

Components: VS. 

Duration: 8 hours 

You create a potent magical barrier. Your base AC becomes 
10 + your Intelligence modifier + your Wisdom modifier. You 
cannot be wearing any armor when you cast this spell, 
however you can wield a shield. The spell ends if you don 
armor or if you dismiss the spell as an action. 


